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Next, you can move through the character options, customizing as you go. I After selecting a game variation to play, the limits menu will appear. There 

Several categories contain sliders which you can use to change the color and I are different limits ranges available for each game, including low stakes, high 

brightness of your features. Ybu can alter: I stakes, no limits, and tournaments. 


Head 

Choose your head shape. 

Clothes' 

Select from a wide range of clothing, from formal and fancy to cool and casual. 
Hair and Hats- 

Decide on a hairstyle, or pick a hat. 

Eyes 

Narrow, dark, wide, bright select your eyes here. 

Nose 

Pick your nose. 

Mouth 

Select from a range of lip styles. 

Choose your eyebrows. 

Facial Hair- 

For men only, select from a collection of beards and mustaches. 

Extras- 

Pick from a collection of fun bonus Items, such as sunglasses. 

* Items feature a color slider 

Loading a Character 

After selecting the Load Character option, simply pick one from the list of 
characters you have created previously. 


Options 

Within the options menu you can alter the following settings. 


• Ambient Sounds - toggles the background sounds 

• Computer Player Voices ■ toggles the voices of computer 
controlled players 

• Game Sounds - toggles the sounds within the game, such as cards 

• Draw Player Frames ■ toggles the frame which appears around 
characters 

• Display Blackjack Hand Totals - toggles the total hand value in 
the status bar 


THE GAMES 

Poker 

Poker is a one-pack game where the goal of each player is 
to win the pot, which contains all the bets that the players 
have made in any one deal. A player makes a bet, and raises 
it, in the hopes that he has the best hand, or to give the 
impression that he does. In most Poker versions the top 
combination of five cards is the best hand. The standard 
52-card pack is used, sometimes with the addition of one or 
two jokers. 
































































Razz Poker (Seven Card Stud Low) 

In Razz, also known as Seven Card Stud Low, the object of the game is to create 
the lowest 5 card hand possible from your final seven cards. The rounds play 
out as follows: 


• t“ two players to the left of the dealer must make small & large blind 


Each player is dealt two cards face-down (hole cardsl and one card 
face-up (door card). The 1“ betting round begins, with the player with 
the highest door card Initiating the round. The opening player can bet 
either half the table lower limit, or the full lower table limit. Other 
bets in this round are based on the initial bet. 

Next, each player is dealt one face-up card (called 4* street), and 
the 2"" betting round begins, led by the player with the lowest hand 
(based on the showing cards). The betting in this round is limited to 
the lower table limit. 

Each player Is dealt another card face-up (5"- streetl, and the 3” 
betting round begins. The betting in this round is at the higher table 


• Each player is dealt another card face-up (6"’ street), and the 4” 
betting round begins. The betting in this round is at the higher table 
limit. 

• Each player is dealt a last card face-down (river |, and the last betting 
round begins. The betting in this round is at the higher table limit. 

• Showdown (every remaining player shows their hand with the bettor 
showing first) 

The game will pick the lowest hand possible using S out of your 7 cards. The 
lowest hand wins the pot. 


• The maximum allowable number of bets per player during any 
particular betting round is four. This would consist of the opening 
bet and three raises. Once the betting limit for that round has been 
reached, players have only the option of calling or folding. 


Texas Hold’em 

The object of the game in Texas Hold’em is to create the best 5 card hand 
possible using any combination of your 2 personal cards and the 5 community 
I cards. The rounds play out as follows: 

• Each player is dealt their own two cards face-down (pocket cards), 
and the 1“ betting round begins. 

• Next, the dealer turns over three community cards face-up (the flop), 
and the 2“ betting round begins. 

• The dealer turns over one more community card, (the turn, or 4"' 
street), and the 3 ,d betting round begins. 

• Finally, the dealer turns over one last community card (the river, or 5“' 
street), and the last betting round begins. 

• Showdown (every remaining player shows their hand with the bettor 
showing first). 

I The game will pick the best hand using any combination of your personal cards 
I and the community cards. The best hand wins the pot. 

Omaha 

. In Omaha, the object of the game fs to create the best 5 card hand possible 

J using a combination of 2 of your 4 personal cards and the 3 of the 5 community 

j cards. The rounds play out as follows: 

• Each player is dealt their own four cards face-down (pocket cards), 
and the 1” betting round begins. 

• Next, the dealer turns over three community cards face-up (the flop), 
and the 2"“ betting round begins. 

• The dealer turns over one more community card, (the turn, or 4 ,h 
street), and the 3“ betting round begins. 

• Finally, the dealer turns over one last community card (the river, or 5"’ 
street), and the last betting round begins. 

• Showdown (every remaining player shows hand with the bettor 
showing first). 


11 


10 


Straights and flushes have no ranking, and Aces are considered low. 
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The game will pick the best possible hand using two pocket cards and three 
community cards. The best hand wins the pot. 

Omaha High-Low 

In Omaha High-Low, the object of the game is to create two hands: a high hand, 1 

• Each player is dealt the number of cards previously discarded, bringing 
total card number back up to 5. 

• A final betting round begins. 

• Showdown (every remaining player shows their hand). 

the 5 community cards for the high hand and another (or the same) combination 
of two hole cards and three board cards for the low hand. The rounds play out ] 
as follows: 

• Each player is dealt their own four cards face-down (pocket cards), 
and the 1* betting round begins. 

• Next, the dealer turns over three community cards face-up (the flop), * 
and the 2“ betting round begins. 

• The dealer turns over one more community card, (the turn, or 4"' 
street), and the 3“ betting round begins. 

The player with the highest poker hand wins the pot. 

Lowball (5 Dard Draw Low) 

The object of Lowball is to create the lowest poker hand. The betting rounds 
play out as follows: 

• Each player receives five cards, and the 1“ betting round begins. 

• Next, starting to the left of the dealer, each player may discard up to 
three cards from their hand. 

• Finally, the dealer turns over one last community card (the river, or 5 th , 
street), and the last betting round begins. 

• Showdown (every remaining player shows their hand with the bettor , 

showing first). 

The game will pick the best possible high hand and low hand, using two pocket " 
cards and three community cards for each. The pot is split between the highest j 
and the lowest hand. 

total card number back up to 5. 

• A final betting round begins. 

• Showdown (every remaining player shows their hand). 

The player with the lowest poker hand wins the pot. 

Blackjack 

Additional rules: 

• A qualifier of 8s-or-better for low hands applies to all high-low split 

• If there is no qualifying hand for low. the best high hand wins the 
whole pot. 

The goal in Blackjack is very simple: to finish with a hand *- *jVi ] 

whose card total is higher than that of the dealer, without 
going over 21. 

Five Card Draw 

The object of 5 card draw is simple: create the best poker hand. The betting 
rounds play out as follows: 

• Each player receives five cards, and the 1* betting round begins. 

• Next, starting to the left of the dealer, each player may discard up to 1 
three cards from their hand (or 4 cards if you hold an Ace). 
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In Blackjack, cards are valued in the following way: 

• Ace can count as either 1 or 11 (player's choice). 

• Cards 2 through 10 count at their face value. 

• The Jack, Queen and King each count as 10. 
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The round plays out as follows: 

• Each player makes a bet, within the table limits. 

• Starting from the left, cards are dealt to each player, until the dealer 
and each player have two cards each. The dealer flips one of his cards 
over, exposing the value. 

• From left to right, each player decides what course of action to 
follow, from the player options listed below. 

• If at any time, the player's hand total goes higher than 21, the hand is 1 
considered a "bust" and the player loses the hand and the bet. 

• If a player stands with a total of 21 or lower, their total is compared 

only with the dealer’s total. If the player's hand total is greater than 
the dealer's, the player wins an amount equal to their bet; if the 
player’s hand total is less than the dealer's, the player loses their bet. J 

If the player’s total and the dealer's total match, the player retains 

the amount bet but wins no money this is called a push. 

• BLACKJACK • If the player's first two cards are an Ace and a 10 or face 
card, he has blackjack. A winning blackjack pays the player 3 to 2. 
However, if the dealer also has a blackjack, it is a push and the player 
simply retains the amount bet but wins no money. 

Additional rules: 

• The dealer has no choice in play he must draw on 16 or lower and 
stand on 17 or higher. 

• After splitting, A-10 counts as 21 but not as blackjack. 

Pai Gow Poker 

The objective in Pai Gow Poker is to construct two hands out f'fv 

of seven cards: one two-card hand (the front) and one five- 

card hand (the back). The only stipulation is that the 2-card 

hand must be of lower rank than the five-card hand. j£_ , ' wy ~" jjg 

Like Blackjack, each player at the table is playing against the dealer, rather 

Player options: 

• HIT or STAND • Hit means to draw another card, face up. The player 
may choose to hit any number of times. If the hand busts, the round is 

hands, counterclockwise around the table. When the player is satisfied with 
both of his or her hands, they pass control to the next player, and when control 
reaches the Dealer he uses a predefined set of house rules to construct his 

• DOUBLE DOWN The player is allowed to double the bet on his first 
two cards and draw one additional card only. 

If both of the player’s hands beat the dealer's, the player wins the round and 
is awarded their initial bet, minus 5% for commission, and their initial bet is 
returned. If they beat the dealer with one hand but not the other, the round is 

• SPLIT - If the first two cards a player is dealt are a pair, he may split 
them into two separate hands. This requires doubling the initial bet, 
as each of the 2 new hands carries same amount as the initial bet. 

From this point on, the 2 hands are treated completely separate from j 

considered a Push and the player's bet is returned with no additional winnings. 

If the player loses both hands their initial bet is taken by the dealer and no 
money is won. 

Additional rule: 

one additional card. 

• INSURANCE - If the dealer’s showing card is an Ace, the player may 
take insurance, a bet one-half his original bet. If the dealer's down 
card is a 10 or any face card (giving the dealer blackjack), the player 
wins 2 to 1. If the dealer’s down card is not a card valued at 10, the 
dealer collects the player's insurance (but not the original bet) and 

t Pai Gow Poker is played with a Joker in the deck, but it plays a different role 
) than usual. The only time the Joker is played as a wild card is if it fills out a 
| missing card in a straight or a flush. All other times, it is played as an Ace. 

the hand continues as normal. 

• SURRENDER - Where permitted, a player may give up his first two 
cards and lose only one-half his original bet. 
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Roulette is another independent variable game where Lady jHgSjScflR 
Luck decides the winners, and consists of a wheel with 38 * r 

numbers: 1 through 36, 0, and 00. The numbers on the . 

wheel are In random order, with each alternate number ^ * 
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being colored red or black. The 0 and 00 spots are green and are placed at 
opposite ends of the wheel. The object of the game is to correctly guess which 
number or color the ball with ultimately land on. Players bet by placing chips on 
the appropriate section of the board. After all the bets have been established, 
the wheel is spun and a ball is placed on the outer edge of the wheel. When the 
wheel slows, the ball will drop into one of the numbered pockets. 

The odds in Roulette are very easy to calculate, as the wheel is divided into 38 
slots. The table layout is arranged so that the 36 regular numbers (all of the 
numbers except 0 and 00) are arranged in 3 columns of 12 numbers each. The 
numbers are in sequence, and are either red or black, corresponding to that 
number's color on the wheel. There are two types of roulette bets: inside bets 
and outside bets. The 6 inside bets are straight bet, split bet, street bet, corner 
bet, five number bet, and line bet. The three basic outside bets are even-money, 
column, and dozen bets. You can place as many different types of bets as you’d 
like on any spin and there are no limits. When you put your chip over a betting 
location, a tool tip will list the payout. 

There is a winning number display at the top right of your screen to tell you 
the previous winning numbers. 

Inside Bets 

Straight Bet 

You can bet on one number by placing a chip in the center of the number you 
want to place your bet on (1-36, 0, 00). 

Split Bet or Two Number Bet 

You must place your chip on the line between two separate numbers. If the ball 
lands on either of these numbers, you win. 

Street Bet or Three Number Bet 

This allows you to cover three numbers in a row with one bet. To make this bet, 
place your chip in the outside line of the row you want to bet on. If one of these 
three numbers comes up, you win. 

Corner Bet 

Place your chip in the center of four numbers and if one of these numbers 
comes up, you win. 

Five Bet 

The only five number bet you can make Is on the numbers 0, 00, 1, 2 and 3. 

Place your chip on the outside comer between 00 and 3. 

Six Line Bet 

Allows you to bet on two rows of three numbers. Place your chip in between the 
outside line of the last numbers of the two rows. 
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Bet on either red or black. 

Any Number or High Number Bet 

Bet on whether the next number will be 1 through 18 or 19 through 36. 

Any Even or Odd Bet 

Bet on whether the number will come up as even or odd. 0 and 00 do not count 
as even or odd, and therefore will always cause a loss on an even or odd bet. 

1st Twelve, 2nd Twelve, 3rd Twelve 

These bets divide the roulette table into the numbers 1-12, 13-24, and 25-36. 

0 and 00 do not count as any of these, and therefore will always cause a loss on 
this type of bet. 

Column Bets 

A column bet is a bet on any one of the three long columns of numbers. 

Craps 

The game of Craps is played on a craps table and involves 
a player, called the shooter, rolling a pair of dice. The 
shooter and other players at the table place bets on which 
numbers will come up, and when. The value of each roll 
is always the sum of the two dice values, and can either 
be hard (both values are identical) or soft (each value is 
different). The basic idea behind Craps is to establish a point number and roll 
that number again before rolling a 7 (craps). Only the numbers 4, 5, 6, 8, 9, or 
10 can be a point number • all other rolls of the dice have special meanings, 
depending on when they are rolled (before or after a point is established). Bets 
are constantly being placed between rolls, and there really is no distinguishable 
beginning or end to betting. Betting is not limited to the shooter - anyone at the 
table can bet at almost any time. 

A new game in Craps begins with the Come Out roll. A Come Out roll can be 
made only when the previous shooter fails to make a winning roll - more 
correctly known as not making the Point or seven out. If the shooter fails to 
make his or her Point, the dice are then offered to the next player for a new 
Come Out roll and the game continues in the same manner. The new shooter 
will be the person directly next to the left of the previous shooter. 

On the Come Out roll, a Pass Line bet wins if the shooter rolls a 7 or an 11. 

The bet loses automatically if the shooter rolls 2, 3 or 12 (rolling craps). If 
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rolled before a 7 is rolled. 


the shooter rolls 4, 5, 6, 8, 9 or 10, that is his Point and rolling any of these 
numbers on the Come Out roll is called establishing the Point. Once the point 
has been established, the puck will be moved to the point number, white side 
up. The shooter continues rolling until he either rolls his Point again, or rolls a 7 
he will win if he rolls his point first, and will lose if he rolls a 7 first. 

Betting 101 

Before the new shooter rolls the dice on his or her Come Out roll, there are a 
variety of bets that can be made. 

To bet with the shooter, you must place your bet in an area marked Pass Line. 
Bets on this line will win if the shooter wins, by roiling a 7 or 11. To bet against 
the shooter, you must place your bet In the area marked Don’t Pass. Bets on this 
line will win if the shooter loses, by rolling a 2, 3 or 12. If the shooter rolls 4, 5. 
6, 8. 9 or 10, bets placed on the Pass and Don’t Pass Lines remain there until 
the shooter either rolls their Point again (meaning bets on the Pass Line win) 
or rolls a 7 (meaning bets on the Don’t Pass Line win). Once the shooter has 
established the Point, and at any time until the shooter rolls a 7 or their Point, 
you can place additional bets behind your Pass or Don’t Pass bet, called taking 


No matter what stage the game is in, whether on the Come Out roll, or in 
progress, you can jump in and place bets. The only exception to this is the bet 
called the Pass Line bet with odds, which can be made only on the Come Out 
roll. You can, however, bet with the shooter even while the game is In progress 
by placing a Pass Line bet without odds. You can place up to two times the 
amount of your Pass or Don’t Pass Line bet on odds, called taking full odds. 


Buy Bel 

This bet can be made on 4, 5, 6, 8, 9 and 10; the bet wins if the chosen number 
is thrown BEFORE a 7. A 5* tax of the bet amount is collected to make this bet. 

Lay Bet 

This bet can be made on 4, 5, 6, 8, 9 and 10; the bet wins if a 7 is thrown 
BEFORE the chosen number. A 5* tax of the bet amount is collected to make this 


Field Bet 

This bet can be made on 2, 3. 4, 9, 10, 11 or 12 and counts only for the next 
throw following placement of the bet; it pays 1 -1 if a 3, 4, 9, 10 or 11 is 
correctly chosen, and 2-1 If a 2 or 12 is correctly chosen. 

Hardways Bet 

This bet can be made on 4, 6, 8 or 10; the bet wins if the chosen number is 
thrown in its double form BEFORE a 7 AND before that number is thrown in any 
other combination. 

Any Seven 

This bet pays 5 for 1 (4 to 1) if a 7 is thrown next. 

Any Craps 

This bet pays 8 for 1 (7 to 1) if a 2, 3 or 12 is thrown next. 


Other Bets 

The Come Bet 

This bet is similar to the Pass Bet but doesn't need to be made on the Come Out 
roll. On the next roll after the bet is placed, if the shooter rolls a 4, 5, 6, 8, 9 
or 10, that bet is moved to the appropriate point position on the board and from 
that point on will act as a Pass Bet. 

The Don't Come Bet 

Similar to the Don’t Pass bet, but does not need to be made on the come out 


This is an additional bet made on a Pass, Don't Pass, Come or Don’t Come bet 
that has already been placed. Odds bets can only be made once the Point has 
been established. The advantage of an odds bet is that it is paid out at the 
correct odds, with no house cut. 
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Craps Two 

This pays 30 to 1 if a 2 is thrown next. 

Craps Three 

This pays 15 to 1 if a 3 is thrown next. 

Craps Twelve 

This pays 30 to 1 if a 12 is thrown next. 

This pays 15 to 1 if an 11 is thrown next. 

Horn Bet 

This bet puts money on the craps numbers (2, 3 and 12) and 11 40% of the bet 
is placed on any one of those numbers (player's choice), and 20% goes on each 
of the remaining numbers. 












Proposition Bet 

This is a single roll bet on any craps (2, 3 or 12) and 11. 


Slots 



Traditional single line slots feature 3 reels with just one payline, where the 
number of coins bet determines the pay column used. Multi-line slots allow you 
to bet on additional paylines by adding more credits. 5 reel slots, also known as 
video slots, feature 9 potential paylines and include symbols like wilds (symbols 
which represent any other symbol in a line), scatters (symbols which do not have 
to appear on a payline to trigger a win), and bonus symbols, which trigger a 
bonus round within the game. 

After selecting the machine you wish to play, you must select the number 
of coins to play with, and the number of lines, by following the on-screen 
Instructions. Betting is a very straightforward process - depending on the type 
of machine being played, you can bet anywhere from 1 to 5 credits per line, 
and from 1 to 9 lines. Once you have selected the number of lines, and credits 
per line, you simply hit 'Spin' to continue to repeat your bet. On 3 reel slots, 
the paytable for the games Is displayed at the top of the screen. As you select 


The amount each credit is worth is displayed in the upper left corner of the 
game's screen. The number of credits bet on the current hand is displayed in 
the lower left corner, four total number of credits is shown in the bottom right 
corner of the screen. 


During a hand, the cards that you have selected to hold have 'Hold' displayed 
over them, all other cards will be discarded when deal is selected. A new card 
will be drawn for each discard. There is only one round of discarding and getting 



On the right side of the keno board is the Matches/Payout display. The left 


Match column changes to reflect how many numbers you've selected, (you may 
choose between 3 and 15 selections). The right flyout column reflects how 
many credits you will be awarded if the numbers you have selected match the 
ones selected during the game. 

Display: 


the number of credits you wish to play, the corresponding payout column in the 
paytable is highlighted. If the spin is a winning spin, the corresponding payout 
is highlighted. The lower portion of the screen shows the reels and indicates 
the payllne(s). Below the reels, the number of coins/credits for the upcoming 
spin are indicated, as well as the total number of credits you currently have In 
the machine. 

On video slots, the paytable is accessible via the @ button. 


Video Poker 
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The following scoreboards are available: 

Current Bankroll: The current bank totals for all players 

POKER: Lifetime earnings 

POKER: Largest pot won 

POKER: Ratio of hands played to hands won 

POKER: Number of hands won in a row 

BLACKJACK: Ratio of hands played to hands won 

BLACKJACK: Number of hands won in a row 

CRAPS: Longest run of dice throws without crapping out 

ROULETTE: Largest net payout in one spin 

PAI GOW: Ratio of hands played to hands won 

PAI GOW: Number of hands won in a row 

Game Types 

The following games are available on Xbox Live": 

Poker (all variations) 

Blackjack 
Money Wheel 
Pai Gow Poker 
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CUSTOMER SUPPORT 



ONLINE SUPPORT 


or http://www.activisionvalue.com 


OTHER CONTACT METHODS 


Fax 

(952) 918-9560, 24 hours day 


Mail 

Activision Value, Customer Support 
7800 Equitable Drive 
Eden Prairie, MN 55344 


Phone 

(952) 918-9500. Contact a customer service representative between the 
hours of 1:00 p.m. and 4:00 p.m. (Central Time) Monday, 10:00 a.m. and 
4:00 p.m. (Central Time) Tuesday through Thursday, except holidays. 
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SPECIAL THANKS Additional assets provided by: 

VikLong Shadows In Darkness, Inc. 

John Smith 
Sam Charchlan 
Ell Hurwitz 


CREDITS 

Activision Value Publishing, Inc. 
STUDIO 

Donna Johnston 

Co-Producer 

Brian Klrkvold 

Executive Producer 
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Technology Manager 

Chris Arenas 

Supervisor of Quality Assurance 

Technical Compliance Lead 

Rasheem Harris 

QA Team 

Chad Schilling 
Pat Church 
Aaron Thompson 
Paul Ference 
Dean Fingerholz 

Bob Paterson 
Matt Reese 
Madison Meahyen 
Sean Mlsgen 

Information Systems Administrator 
Bob Viau 

General Manager 

Dave Oxford 

Vice President of Studios 

Patrick Kelly 
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SALES 

Vice President of Sales 

Tim Flaherty 

Regional Sales Directors 

Jim Holland 

Jennifer Mirabelli Johnson 
Dan Matschina 

Trade Marketing Manager 

Robbin Livemois 

MARKETING AND CREATIVE 
SERVICES 

Vice President of Marketing and 
Creative Services 

Mark Meadows 

Senior Graphic Artist 

Trevor Harveaux 

Graphic Artist 

Sean James 

Web and Video Production 

Travis Grawey 

LEGAL 

Joe Hedges 
Brynja Bjamason 

LICENSING 

Senior Brand and Licensing Manager 

Andy Koehler 

Director of OEM & Alternative 
Channels 

Brian Johnson 

OPERATIONS 

Vice President of Business Affairs 

Chad Koehler 

Director of Operations and Planning 

Mike Groshens 


ADDITIONAL THANKS 

Ann Beggs 
Don Borchers 
Mike Dalton 
Sean Dunnigan 
Ken Gross 
Nicole Llndstrom 
Kurt Niederloh 
Chris Owen 

Joe Shelton 
Andy Spohn 
Steve Williams 
Jennifer Sullivan 
David Padula 

Leaping Lizard Software, INC. 
Lead Programming 

Chris Green 
Gary Skinner 

Senior Programmers 

Sergey Datskovskiy 
Jon Young 
Jon Darby 

Programmer 

Jeff Sheiman 

Project Management 

Elaine Albers 
Grant Roberts 

Lead Artist 

David Jens 

Senior Artist 

Tom Kemp 


Management Team 

Devqp Browne 

Animation Lead 

Devon Browne 

Art Lead 

Anthony Vitale 

Additional Artists 

Dennis Mejillones 
Marcel Mercado 
Karen Sanok 
Edgar Martinez 
Rafael Toledo 


Media Clips provided by 
Wrightwood Laboratories. 

Uses Miles Sound System. 
Copyright ©1991-2004 and Miles 
Sound System. Copyright© 1991- 
2004 by RAD Game Tools, Inc. 


27 









NOTES: 























